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A  note... 


It's  so  close  that  I  can  taste  it... 


id  the  FAQ’s  page.  If  you  have  any 


Robert  W.  Hickey 
Rober  tHCocomicsXEcom 


Bills  Words 


Look  around  at  your  life.  What  do  you  see?  Do  you  see  things  as  a  positive  or  a  nega¬ 
tive? 

Now,  look  back  at  your  life  up  until  now.  How  have  the  events  of  your  life  shaped  you? 
Who  has  played  a  part  in  the  story  that  is  You?  Hm?  Your  parents,  a  friend,  a  teacher? 

How  about  the  future?  Are  the  things  that  are  unfolding  in  your  day-to-days  affecting 
your  weeks-to-come?  Is  that  a  good  thing? 

One  of  the  threads  that  has  consistently  run  its  course  through  my  life  has,  of  course, 
been  comic  books.  You've  guessed  that  already,  haven't  you? 

This  list  goes  something  like:  reader,  fan,  collector,  fan  artist  and  writer,  retailer,  small 
press  publisher,  inker,  writer,  editor,  and  co-publisher.  What  does  your  list  look  like? 

One  of  the  titles  I've  added  would  be:  comics  mentor.  1  meant  it  to  be  a  name  for  my 
portfolio  review/consultant  service,  but  in  many  ways  it  has  come  to  define  me  somewhat. 
Especially  when  you  take  off  the  first  part  of  it. 

Being  a  mentor  these  days  is  one  thing  I  like  to  be.  I’m  here  with  my  background, 
education,  influences,  and  knowledge  to  help.  I  hope  that  you've  grasped  that  about  me  as 


You  can  be  a  mentor,  too.  It  isn’t  an  exclusive  club,  you  know.  You  have  things  that  are 
ilque  to  you.  Pass  them  along  to  others.  Share  those  things  with  the  folks  who  may  need 


Be  an  eijcourager. 


“Every  once  In  awhile  you  need  to  celebrate  the  fact  that  comtcs  exist.  In  an  arena  where  negativity  can 
run  rampant  over  the  years  of  joy  comics  have  given  us  you  need  to  give  thanks. ". . .  Geoff  Johns 

Fbr  over  ten  years  comics  fans  have  been  giving  thanks  for  the  stories  Geoff  Johns  has  been  giving  us.  His 
name  has  become  synonymous  with  the  DC  Universe  with  his  indelible  contributions  to  Justice  Society  of 
America,  Flash,  Green  Lantern,  Superman  and  more.  There  are  a  lot  of  changes  in  store  for  one  of  the 
industry’s  hardest  working  writers  as  he  finishes  a  ten  year  run  on  JSA.  What  won't  change  is  his  dedication 
to  telling  good  stories. 


Geof  Johns 


I  was  a  film  major.  As  everyone 
started  wanting  to  direct  they 
needed  short  films  to  direct.  So  I 
started  writing  ten  minute  movies 

sereenwriting,  taking  several 
classes  on  that.  1  started  my  career 
wanting  to  direct,  but  soon  came 
to  the  realization  that  1  wanted  to 
write  instead.  Throughout  college  I 
wrote  and  really  learned  to  enjoy  it. 

I  moved  to  Los  Angeles  and 
called  Richard  Donner's  office  and 
asked  for  a  job.  They  hired  me  as 
an  intern  and  1  «fas  soon  hired  as 
Donner's  assistant.  1  got  lucky.  I’m 
told  that  phone  (fell  was  the 
luckiest  call  I  ever  made.  Abso¬ 
lutely.  I  learned  everything  1  really 
know  about  story  from  Donner.  He 
and  I  used  to  talk  about  his 
approach  to  Superman  all  of  the 
time.  He  has  this  great  word  - 
Verisimilitude  -  which  means 


Setting  His  Start  in  Writing  a 

truth.  As  in.  treat  everything  as  if 
it's  real.  You  can  have  humor  and 
fun,  but  don’t  make  it  camp.  Make 
this  the  real  world  and  treat  the 
material  with  respect.  There's  a 
reason  that  Superman:  The  Movie 
still  holds  up.  In  comics,  John 
Ostrander  and  Mark  Waid  are  my 
top  two  influences.  Growing  up, 
they  were  my  favorite  writers. 

I  was  working  on  a  movie  called 
Conspiracy  Theory  that  we  shot  in 
New  York  City.  I  had  gotten  in 
touch  with  some  people  at  DC, 
who  sent  us  some  Big  Book  of 
Conspiracies  stuff.  I  invited  the 
editors  to  the  set  and  we  got  to 
talking.  I  was  a  comic  book 
junkie,  and  they  said  "You  should 
pitch  us  something.  You  should 
pitch  us  something." 

So  1  did.  And  one  of  the  editors 
liked  the  idea,  and  that  was  Stars 
and  S.T.R.I.EE.  and  it  just  sort  of 


id  Comics 

snowballed  from  there.  It  was 
supposed  to  just  be  a  side  thing, 
but  1  had  a  great  time  doing  it.  I'd 
been  working  for  a  few  years  in  the 
film  industry  in  screenplay  devel¬ 
opment  so  I  already  had  story 
sense.  That  gave  them  a  little  bit 
more  trust  to  let  me  try  something. 

JSA,  you  know,  I  had  known 
James  Robinson.  He  was  leaving 
JSA  and  I  had  met  with  David 
Goyer  and  him  on  the  Star 
Spangled  Kid  before  they  started 
the  book  so  they  could  figure  out 
what  she  was  all  about.  When 
James  decided  to  leave  the  book, 
David  wanted  another  co-writer 
because  he  liked  working  with 
somebody.  And  James  suggested 
me.  David  also  had  known  me 
already  in  L .A. ,  so  we  tried  work¬ 
ing  together.  and  it  obviously 
worked  out  really  well.  So  that  was 
that. 
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Geof  Johns 
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Johns  On  Writing 

doesn't  come  on  and  do  three 
issues  of  someone  and  then  bolt. 


And  Brian's  books  are  better  for  it. 
'Ultimate  Spider-{dan'  is  one  of  the 
most  amazing  bdpks  on  the  stands 
now.  His  work  off  Avengers.' he's 
built  this  huge  tapestiy  and  you 
can  see  that  he  is  building  to 
something  bigger  with  'Secret 
Invasion'  and  the  Skrull  stuff. 

Also,  he  does  it  with  characters 
like  Spider-Woman  and  Luke  Cage, 
who  were  lost  in  obscurity  until 
Brian  got  a  hold  of  them.  I  really 
respect  what  Brian  has  been  able 
to  accomplish  up  to  this  point  and 
what  he  does  now.  One  of  my  goals 
in  this  business  is  to  work  with 
Brian  on  something,  either  in 
tandem  or  on  a  book  together. 

That  would  be  an  absolute  thrill. 

And  the  same  thing  goes  for 
Grant  Morrison,  as  far  as  writers 
go.  You  can  see  on  'Batman,'  he  has 
a  massive  plan  laying  out  for 
Batman,  and  ‘Seven  Soldiers'  plays 
into  'Final  Crisis.'  You  can  see  him 
lay  ah  Ihe  seeds  here  and,  bam. 
pay  them  off.  Grant's  an  unparal¬ 
leled  visionary  who  has  eyesight 
that  goes  not  only  into  the  future 
but  sideways  and  up  and  down 
and  into  different  dimensions.  Like 
Brian,  he  is  somebody  that  I  really 
respect  as  a  writer,  somebody  that 
I  think  the  comic  world  would  be 
worse  off  without.  I  like  what  those 
guys  do.  And  maybe  it's  because 

books;  stories  that  make  people 
feel,  that  people  get  excited  about 
and,  more  than  anything  else, 
crafting  characters  and  heroes  that 
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Geof  Johns 


Johns  on  Large  Casts 


because  I  like  writing  big  casts. 
Numbers  of  characters  don't  bother 
me.  Like  I'd  love  to  write  Legion  of 
Superheroes  because  they  have 
such  a  big  cast,  aj\d  Justice  Society 
of  America  has  a  huge  cast.  Even 
Green  Lantern  with  Hal  Jordan  has 
so  many  different  supporting 
characters,  so  it's  basically  an 
emble  book  focused  on  him.  But 
scope  never  bothers  me.  And  I 
and  breathe  DC.  so  I  never  get 


Johns  on  Continuity 

If  you’re  working  on  an  in¬ 
continuity  book  you  should  be 
familiar  with  what’s  gone  on 
before.  It’s  that  simple.  That 
doesn’t  mean  you  have  to  adhere  to 
every  specific  detail  or  even  some 
big  ones  if  your  story  calls  for 
something  different,  but  like 
directing  -  you  need  to  know  the 
rules  before  you  break  them.  In  my 
fllm  classes  we'd  have  these  guys 
who  refused  to  learn  the  basics  of 
storytelling  with  the  camera  and 
they’d  say  "art  has  no  rules.”  Sure. 
They're  partly  right.  But  there  are 

cate  with  your  audience. 

I  know  DC  comics,  and  grew  up 
with  DC  comics.  I  grew  up  on 
Silver  Age  comics,  because  my 
uncle  had  a  huge  collection  at  my 
grandmother’s  house.  When  I’d  go 
over  there,  I’d  read  all  these 
checkerboard  DC  comics,  like 
Flash  and  everything  else.  I  used  to 
love  the  Rogues,  and  I  loved  all 
these  tricks  The  Flash  could  do. 

He  was  just  always  the  coolest 
character.  I've  just  read  a  lot  of 
comics,  and  I've  kind  of  absorbed 
the  history  of  them  in  my  head.  I 
do  research.  Like  with  Flash: 
Rebirth,  I  have  the  whole  run  of 
Barry  Allen  Flash,  so  I  went  back 
and  read  all  these  Flash  comics 
and  re-familiarized  myself  with 
everything  that  had  gone  on,  and 
things  that  I  wanted  to  do  with 
Barry's  character  and  the  Flash 
mythology  itself.  Legion  of  Three 
Worlds  took  a  ton  of  research.  But 
a  lot  of  it  I  already  knew.  I  knew 
Gates'  character  really  well,  so 
writing  him  and  XS  and  all  those 
Zero  Hour  Legionnaires  I  knew 
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really  well,  because  I  had  read  all 
those  stories.  And  obviously  the 
original  Legion,  also,  because  I’ve 
been  working  on  them  for  so  long 
now.  But  there  was  a  lot  of  re¬ 
search  to  be  done  and  things  to 
look  at.  I  guess  it  does  come 
naturally  as  far  as  the  way  I 
approach  stortes.  I  like  to  work 
with  these  big  mythologies  like  the 
Green  Lantern  mythology  or  the 
Superman  mythology.  And  really, 
the  Legion  Is  just  another  era  of  the 
vast  Superman  mythology.  It’s  like 
that  great  video  game  where  you 
enter  that  whole  new  level,  and  It’s 
gigantic.  It’s  like  a  whole  different 
game. 

Right  now  I’m  looking  at  the 
Flash  with  Rebirth,  and  I  want  to 
see  how  I  can  make  this  mythology 
even  bigger.  It's  already  huge.  The 
Flash  has  an  awesome  base,  so 
cracking  It  open  even  more  has 
been  an  incredible  challenge.  The 
Flash  has  always  been  my  favorite 
character  since  I  was  a  kid.  And 
It’s  fun  to  get  back  to  writing  Wally 
West.  I  wrote  him  for  five  years.  To 
get  back  to  him  and  then  write 
Barry  Allen.  Like  I  said  earlier,  I  get 


to  take  what  I’ve  learned  over  the 
last  several  years  writing  comics 
and  apply  it  to  the  Flash.  Because  I 
started  writing  the  Flash  almost 
when  I  started  writing  comics,  and 
now  I  get  to  look  at  everything  I've 
done  to  this  point  and  see  how  1 
can  apply  that  onto  my  original 
work  on  the  character.  I  want  to 
continue  to  elevate  my  writing,  and 
hopefully  I’ll  achieve  that. 

Every  time  Ethan  and  I  work 
together,  we  re  really  proud  of  what 
we  do.  Every  single  time.  And  I 
think  we  always  strive  to  make  it 
better,  better  and  better,  from  Iron 
Heights  to  Rebirth  to  Green  Lan¬ 
tern  to  the  Sinestro  Corps.  You 
know,  Jeph  Loeb  has  Tim  Sale, 
and  with  me  and  Ethan,  it's  like 
the  same  thing.  We  just  fit  together 
really,  really  well.  I  love  working 
with  him,  and  I  love  his  art.  And  he 
does  understand  what  I'm  going 
for,  he  does  look  at  the  mythology 
of  superheroes  the  same  way  I  do  - 
kind  of  a  classic  but  modem  take 
on  it,  like  it’s  iconic  but  not  from 
1965.  And  that's  really  what  I 
strive  for  in  superhero  comics,  and 
that's  what  Ethan  strives  for. 


BLUELINEPRO.COM 


Geof  Johns 


Johns  On  Writing  The  Legion  of  Super-Heroes  for  Smallville 


I  thought  they  would  be  great 
characters.  'Smallville'  had  been 
featuring  Green  Arrow  for  some 
time,  and  Black  Canary  and 
Cyborg  and  Bart  Allen  had  made 
appearances,  and  since  the  Legion 
Is  such  a  big  part  of  the  Superman 
mythology  from  when  he  was 
younger,  1  had  an  Idea  to  Introduce 
them  into  the  'Smallville'  world 
too.  I  was  casually  talking  to 
former  'Smallvilip'  producer  Jeph 
Loeb  one  day,  wAo  obviously 
knows  the  show  runners  -  Darren, 
Todd,  Kelly  and  Brian  -  and  he 
mentioned  it  to  them  that  I  had  an 
idea  for  an  episode. 

They  called  me  up  and  were 
pretty  excited  to  hear  it.  So  I 
pitched  them  the  idea  of  the  Legion 


and  how  it  affected  Clark  and  what 
it  would  mean  to  the  characters  in 
the  series.  And  they  loved  it.  I 
spent  a  couple  weeks  in  the 
writers'  room  with  them  breaking 
the  story  and  working  on  the 
script  and  then  flew  up  for  the 
shoot.  It  was  really  pretty  amazing. 
I’ve  been  in  Writers  Rooms  before, 
but  this  one  was  far  above  the 
most  friendly  and  exciting  to  be  in . 
Their  entire  staff  has  a  lot  of 
talent.  I  was  working  on  set  with 
the  producers  and  the  director, 
Glen  Winter,  and  the  actors, 
overseeing  the  script,  checking  in 
and  brainstorming  with  executive 
producer  Darren  Swimmer,  alter¬ 
ing  the  script  when  we  needed  to 
alter  it.  One  of  my  favorite  things 


to  do  as  a  writer  in  the  film  and 
television  world  is  like  my  ideal 
working  relationship  in  the  comic 
world,  which  is  not  sitting  in  the 
room  alone  but  working  with 
somebody.  And  whether  it  be  Gary 
Frank  on  'Action  Comics'  or  Ivan 
Reis  on  'Green  Lantern'  or  Ethan 
Van  Sciver  on  The  Flash.'  the  idea 
is  that  I  am  the  writer  but  the 
artists  are  essentially  the  direc¬ 
tors.  Working  with  a  director  on 
set  like  that,  and  seeing  him  bring 
the  Legion  to  life,  being  there  to 
help  support  that  vision  and  work 
on  the  story  and  the  script  and  the 
dialogue  and  everything,  is  a 
culmination  of  everything  I  like 


Geof  Johns 


Johns  on  The  DCU  Online  Game 


I  am  really  excited  that  I  got  to 
work  with  Jim  on  creating  a 
virtual  replica  of  the  DC  Universe 
that  you  can  go  inside.  Literally,  if 
you  name  a  character,  he  or  she  is 
probably  in  the  game.  You  know 
how  I  work.  I  go  to  the  well  when  it 
comes  to  the  DC  Universe.  I  stick 
with  the  big  guys  too  like  Super¬ 
man  and  Green  Lantern  but  I  also 
go  pretty  deep  with  characters 
from  'Teen  Titans'  and  ‘Justice 
Society  of  America.’  There’s  Black 
Adam  stuff.  There  are  all  kinds  of 

Universe  but  there  is  also  some 
big,  huge  epic  places  like  Metropo¬ 
lis  and  Gotham  City.  It  was  a  lot  of 
fun  to  be  able  to  work  with  Jim 
and  say  “where  can  we  go  and  what 
should  we  do?'  And  that's  any¬ 
where  you  think  the  story  needs  it 

You  don’t  play  as  anybody.  You 

character.  You  are  going  to  be 
working  alongside  everybody.  You 
will  be  working  with  Hal  Jordan. 


Or  he  will  be  coming  after  you.  It's 
not  one  point  of  view.  If  s  a  lot  of 
points  of  view  depending  on  what 

or  villain  It  is  facets  of  heroes  and 
facets  of  villains.  It’s  what  path 
you  want  to  take.  It's  a  story 
written  from  a  couple  of  different 
perspectives.  And  the  story  can 
unfold  differently  or  you  can 
experience  things  differently 
depending  on  what  path  you 
choose.  In  a  secret  origin,  some¬ 
thing  happens  to  you  and  you 
make  a  choice,  what  are  you  going 
to  do? 

There  are  lots  of  different 
stories  or  offshoots  you  can  do. 
The  story  that  I've  created,  is 
really  just  the  first  story  but 
within  that  story,  there  are  dozens 
and  dozens  of  others.  Eventually, 
they  will  do  more  and  whether  I 
would  do  those  or  readapt  some¬ 
thing  that  has  already  been  in  the 
comics,  which  they  have  talked 
about,  that's  for  later  down  the 


It’s  just  good  talking  to  him 
(Leel  about  the  DC  Universe  in 
general  -  and  seeing  Jim  tackle 
every  character  in  the  DC  Universe, 
because  often  his  projects  are 
Superman  or  Batman  so  it's  nice 
to  see  him  do  everybody.  I  think 
Jim  approached  me  because  I  am  a 
gamer.  But  Jim  and  I  have  been 
talking  about  doing  something 
together  for  a  long  time  in  comics. 
And  this  is  kind  of  a  weird  comic. 
But  he  came  to  me  because  he 
knew  I  was  a  fan  of  the  game.  And 
the  world  -  the  DC  Universe,  I 
know  it  pretty  well. 

It  was  fun,  but  my  first  love  and 
Interest  is  always  going  to  be  comic 
books.  Comic  books  are  my  main 
focus  and  specifically,  the  DC 
Universe.  It's  where  I  have  the 
most  fun.  It's  where  I  find  a  lot  of 
challenges  in  my  writing.  It's  never 
boring.  It's  always  exciting,  no 

ing  on. 


Geof  Johns 


Johns  On  Future 

I  have  a  couple  of  years  of  Iron 
Man  stories  already  ;  I  have  note¬ 
books  full.  Tony  Stark  is  a  fasci¬ 
nating  character  and  with  every¬ 
thing  he's  gone  through.  1  just  had 
a  story  rush  into  my  head  one  day 
and  over  a  weekend  I  wrote  it  all 
up.  I  have  a  Hulk  story  that  1  want 
to  tell  and  a  Fantastic  Four  story. 
There  are  a  lot  of  characters  over 
at  Marvel  that  I'd  love  the  opportu¬ 
nity  to  work  on.  And  I  d  kill  to 
work  with  [editoiil  Steve  Wacker  on 
Spider-Man.  I’d  l^ve  to  go  on 
■Avengers'  again  with  everything  I 

Avengers'  book  side-by-side  with 
Brian.  I  think  that  would  be  a 
blast. 

I  love  DC  and  where  I  am  and 
working  with  everyone  there,  but  a 
lot  of  my  friends  are  at  Marvel.  It'd 


Plans  and  Dreams 

be  fun  to  work  with  Ed  Brubaker 
or  Matt  Fraction  on  something.  I'd 
love  to  do  'Iron  Man'  alongside 
Brubaker  as  be  is  doing  'Captain 
America.'  That  would  be  a  lot  of 
fun  because  those  are  my  X-Box 
Live  compadres,  and  they  are 
writers  that  I  really  respect. 

There  are  still  tons  of  DC 
characters  to  write...  Aquaman  is 
a  big  one.  I  have  very  specific  ideas 
for  him.  Very  specific. .  1  love 
Aquaman.  I  really,  really  love 
Aquaman.  I'd  love  to  work  on 
Aquaman.  I'll  just  leave  it  at  that. 
Justice  League  of  America. 
Batman,  and  more  Flash.  And 
Firestorm."  I  would  love  to  do 
Aquaman,  Superman,  Wonder 
Woman,  Green  Lantern,  all  those 
guys  together.  A  real  classic  JLA 
lineup  book  would  be  sweet. 


Johns  On  Leaving  JSA 

The  JSA  to  me  represents 
everything  good  about  life,  work 
and  superheroes.  In  life,  genera¬ 
tions  past,  present  and  future  all 
provide  dtfferentviewpolnts.  There 
can  be  something  magical  when  it's 
past  from  grandfather  to  father  to 
son  or  from  mother  to  daughter  or 
son  to  grandfather.  There's  nothing 
more  important  than  family  -  and 
family  means  a  lot  more  than  just 
blood  relatives.  That’s  what  my 
very  first  book,  STARS  & 
S.T.R.I.RE..  was  about  and  that’s 
what  JSA,  and  life,  is  about. 

So  why  am  I  leaving?  I  have 
more  stories  to  tell,  and  the  charac¬ 
ters  are  endless,  but  that's  also 
true  for  the  DC  Universe.  I’m  ready 
to  move  on  to  some  other  chal¬ 
lenges  like  returning  to  THE 
FLASH  and  SUPERMAN:  SECRET 
ORIGIN.  And  I  am  also  obsessed 
with  making  sure  that  GREEN 
LANTERN,  BLACKEST  NIGHT  and 
everything  around  it  is  the  absolute 
best  it  can  possibly  be. 

. .  .and  that's  only  part  of 2009. 
There  are  some  new  projects  on  the 


Whether  in  film,  videogames, 
other  publishers  or  his  beloved  DC 
Universe,  we  hope  to  continue  to 
give  thanks  for  the  talent  and 
dedication  Johns  shares  with  his 
fans  for  a  long  time  to  come. 


RESPECT,  WRITING  and  REPLIES 


There  once  was  a  time  when 

work.  You  put  your  nose  to  the 
invisible  grindstone  and  got  the  job 
done.  There  wasn’t  any  of  this 
texting,  instant  messaging  and 
emailing  your  old  high  school  and 
college  buddies  photos  of  porn 
stars  you'll  never  meet.  When  you 
were  on  the  job.  you  were  on  the 


messages,  texting  and  emails  could 
end  up  in  your  boss’s  in-box  or 
that  of  the  office  stoolie.  You  don’t 
want  that.  You  can’t  take  the 

I’m  not  saying  you  shouldn’t 

work  stuff.  These  are  modern 
times  that  are  moving  at  warp 
speed.  Technology  is  jumping 
hurdles  like  an  Olympic  champion. 
Every  week  something  new  is  being 


updated,  changed  or  evolving.  You 
need  to  know  of  those  changes, 
BUT  you  also  need  to  use  the 
proper  business  etiquette  that  has 
always  been  the  benchmark  of 
civility  and  dignity.  You  must  not 
let  respect  be  tossed  aside  like 
yesterday’s  news.  You  can’t  let 
your  communication  become 
"casual  Friday." 

Business  is  important.  The 
comic  book  business  is  important. 
Just  because  you  love  your  Job 
doesn't  mean  you  should  slack  on 
respect.  Not  everyone  will  always 
“get”  what  you  mean.  It  doesn't 

a  millionth  impression.  The  fact 
remains  you  must  make  an  im¬ 
pression.  Just  be  sure  it’s  always 
the  right  one. 

Yes,  there  are  those  cute  little 
emotion  icons  that  people  use, 
little  smiley  faces  and  such,  but 


they  really  don’t  belong  in  business 
dealings.  Save  it  for  the  social 
networks.  If  you  use  professional 
manners  when  doing  business  on 
your  computer,  cell  phone  or 
internet  device  then  you  won't  need 
those  goofy  icons  to  get  your  point 
across.  You  need  to  communicate 
not  confuse.  I  understand  that 
when  using  your  cell.  Blackberry  or 
iPhone  that  your  fingers  aren't 
enjoying  use  of  a  full  keyboard. 
Even  more  reason  to  be  a  clear  as 
possible.  Don’t  be  lazy  and  skip 
punctuation.  It’s  Important  and  it 
reflects  back  on  you.  It  also  steers 
the  person  you're  communicating 
with  to  cross  their  T's  and  dot 
their  I’s.  That’s  a  good  thing. 

When  emailing  co-workers  or 
folks  you're  doing  business  with, 

that  it  appears  rude.  I  advise  not 
typing  in  all  lower  case.  I  under¬ 
stand  that  it  saves  time,  especially 


when  using  a  Blackberry  or 
iPhone,  but  it's  worth  the  effort  to 
avoid  because  it  shows  disrespect 
towards  the  person  you're  commu¬ 
nicating  with.  It's  like  you're 
saying  that  they  aren't  important 
enough  to  take  the  time  to  capital¬ 
ize  properly.  Even  if  you’ve  known 
the  person  all  your  life,  do  it  right. 
Don’t  take  them  or  your  relation¬ 
ship  for  granted. 

Avoid  abbreviations,  even 
while  texting  or  with  instant 
messages.  Remember  that  it's 
business.  Save  the  abbreviations 
for  after  hours.  Always  check 
your  spelling,  grammar  and 
punctuation.  It's  important. 

Never  use  your  business  email 
to  send  dirty  talk  to  your  loved 
one  or  pom  photos  to  your 
friends.  Try  and  keep  all  personal 

Always  respond  to  emails, 
especially  to  thank  someone  for 
sending  you  a  file  or  an  Important 
reply.  This  not  only  makes  you 


look  good,  but  it  also  frees  that 

their  work  knowing  you  got  their 
message  and  things  are  full  steam 
ahead.  Make  a  “signature"  for 
yourself  that  will  always  be  at  the 
bottom  of  your  email.  It  will  give 
all  your  important  contact  infor¬ 
mation  as  well  as  be  a  perfect 
place  to  display  your  company’s  or 
your  website.  It  should  look  like 


Beau  Smith 
RO.  Box  706 
Ceredo.WV.  25507 
304-555-5555 

beau@flyingfistranch.com 

www.flyingflstranch.com 

Never  write  in  all  capitals.  It's 
Just  like  having  an  ex-wife  yelling 
at  you.  Never  bad-mouth  co¬ 
workers  or  your  boss.  That'll  get 
you  a  one-way  ticket  to  the  unem¬ 
ployment  line.  Try  and  think  back 
to  the  old  school  way  of  writing  a 
real  letter.  If  you  keep  that  in 


mind  while  emailing  you’ll  be  more 
apt  to  stay  on  the  professional 
track.  Your  goal  is  to  be  under¬ 
stood.  If  things  get  confusing  it 
can  really  cost  you  and  your 
business. 

The  comic  book  business  is  a 
relaxed  and  creative  place,  but 
still  no  excuse  to  slack  off  on 
common  sense  stuff  like  being  a 
pro.  Your  emails,  texts  and 
Instant  messages  represent  you. 

These  are  very  simple  common 
sense  tips.  That’s  why  we  tend  to 
forget  them  some  times.  I  know 
it's  a  fast  world,  but  that's  no 
reason  you  can't  keep  things  at 
your  pace  with  a  little  control.  If 
you  pay  attention  others  will  too. 

Your  amigo. 

Beau  Smith 

The  Flying  Fist  Ranch 

beau@flyingfistranch.com 
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SELLING  IT 


One  of  the  subtler  tricks  of  the  trade  that  1  had  trouble  mastering  was  the  ability  to  turn  every  Issue  I 
worked  on  Into  something  promotable  and  sellable. 

When  my  wife  and  I  broke  into  the  business,  it  was  surprising  to  And  out  how  much  of  the  survival  of  the 
comic  you  were  writing  depended  on  how  much  it  was  ordered  by  the  comic  shops  around  the  country,  and 
how  much  those  sales  totals  could  be  Impacted  by  an  intriguing  plot  twist  that  could  be  touted  in  some  little 
sales  blurb. 
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As  I  learned,  an  Important  part  of  your  Job  is  to  make  sure  there 
are  some  very  compelling  reasons  for  readers,  shops  and  distributors 
to  buy  your  comic.  I'll  look  at  these  Issues  today  mostly  In  terms  of 
what  it's  like  writing  for  an  established  comic  at  an  established 
company,  recognizing  that  most  Sketch  readers  aren’t  yet  in  that 
position.  Maybe  at  a  later  date  we  can  talk  more  about  selling  to  the 
business  as  a  newcomer  and  an  independent,  but  for  today,  let’s 
Imagine  you've  got  a  good  regular  assignment  at  one  of  the  major 
companies. 

When  I  grew  up  reading  comics,  a  kid  would  go  to  a  corner  drug 
store  and  see  the  comic  on  the  rack  and  if  there  was  something  on  the 
cover  that  grabbed  his  interest,  the  drug  store  and  the  comic  company 
had  bagged  a  sale.  And  that  brought  about  an  era  of  great  ingenuity 
on  the  part  of  the  writers  and  editors  to  come  up  with  gimmick  covers 
that  persuaded  kids  to  plunk  down  their  12  cents.  Comic  companies 
became  masters  of  psychology,  dreaming  up  puzzling  mysteries  and 
impossible  twists  on  their  covers  that  intrigued  the  kids  and  virtually 
demanded  that  they  buy  the  comic  and  find  out  how  the  incredible 
cover  twist  would  be  explained. 

If  the  cover  didn’t  work  so  well  and  the  store  was  left  with  a  lot  of 
unsold  copies,  the  comic  companies  found  out  pretty  directly.  The 
retailers  would  remove  the  covers  and  send  the  unsold  comics  back 
for  refunds.  In  those  days,  the  industry  was  getting  very  direct 
feedback  on  what  was  working  with  the  end  customer,  the  kid ,  and  the 
industry  could  respond  very  directly.  So  certain  bright  red  costumes, 
gorillas,  dinosaurs  and  other  boy-friendly  elements  became  cover 
staples,  as  did  those  vexing  mysteries  and  impossible  twists,  because 
they  were  the  things  that  got  kids  to  buy  comics. 

These  days,  the  mechanism  is  a  little  different  and  it  Isn't  as 
simple  as  just  giving  the  readers  what  they  want  to  read.  These  days, 
most  of  the  business  is  done  In  stores  that  specialize  in  comics  (and 
related  items)  and  these  shops  generally  do  not  have  the  option  of 
returning  the  comics  they  can’t  sell. 

So  the  first  step  before  you  can  worry  about  selling  to  the  reader  is 
to  sell  to  the  shop.  And  before  you  can  even  do  that,  you  may  have  to 
also  sell  to  the  distributor  from  whom  the  shop  orders  its  comics. 
There  are  literalK'  hundreds  of  comics  coming  out  every  month,  so 
many  of  the  shojis  can't  take  the  time  to  make  informed  decisions 
about  exactly  what  to  buy  and  in  what  quantities .  So  they  rely  heavily 
on  the  recommendations  of  their  distributors. 

And  those  recommendations  sometimes  are  based  on  a  few  superfi¬ 
cial  characteristics  of  a  particular  issue.  The  distributor  may  suggest 
that  orders  be  cut  or  increased  based  on  the  creative  team  —  if  there 
are  “star”  creators  on  a  book,  that  usually  drives  a  certain  level  of 
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sales.  And  if  that  "star”  leaves  your  team,  you  can 
find  your  sales  automatically  dropping  simply  be¬ 
cause  the  star  has  left  and  the  distributor  recom¬ 
mends  that  the  stores  cut  their  orders.  Your  bosses 
see  the  sales  go  down  and  you  might  lose  the  assign¬ 
ment  when  you  never  really  had  a  chance  to  avoid 
that  drop  in  sales. 

But  you  can  influence  this  process  as  the  writer  of 
the  book  by  conceiving  of  each  issue  as  a  separate 
product  that  has  to  be  marketed  to  that  distributor, 
and  therefore  has  to  have  some  promotable,  sales- 
boostlng  aspect  to  it.  When  your  publisher  sends 
the  distributors  and  stores  a  couple  sentences 
describing  what's  going  to  be  in  the  issue,  make  sure 
there's  something  in  that  blurb  that  demands  they 
buy  your  book.  In  the  same  way  the  comic  writers 
and  editors  of  earlier  generations  came  up  with 
gimmick  covers  to  excite  the  kids,  you  now  have  to 
come  up  with  story  twists  that  excite  distributors. 

So  how  do  you  do  that?  What  kinds  of  simple 
plot  elements  can  you  include  in  a  tiny  blurb  that  will 
actually  compel  the  distributor  to  recommend  in¬ 
creased  orders? 

There  are  some  obvious  answers  -  life-changing 
events  like  killing  off  a  character,  marrying  off  a 
couple,  having  a  character  get  pregnant/have  a  baby, 

standing  relationship. 

All  of  these  should  be  used  with  a  lot  of  caution. 
The  reason  they  motivate  so  much  Interest  is  because 
they  usually  bring  about  some  pretty  profound 
change  to  the  concept  you’re  working  on,  and  the 
wrong  kind  of  change  or  too  much  of  even  the  right 
kind  of  change  can  sink  a  successful  concept  fast. 

There  are  less  risky  things  you  can  do: 

•  Create  the  kinds  of  twists  that  used  to  be  featured 
on  those  old  gimmick  covers  -  promise  a  story 
that  seems  impossible  and  compel  readers  to  find 
out  how  you  manage  to  pull  it  off. 

•  Create  a  mystery  -  generally  people  find  it  almost 
irresistible  to  find  out  what  the  answer  Is  to  some 
key  plot  puzzle. 


•  Create  a  secret  that  one  of  your  characters  is 
harboring  and  situations  where  that  secret  may  be 

•  Resolve  a  standing  problem  or  question  in  the 
comic's  continuity,  especially  if  there's  something 
along  these  lines  that  the  readers  (lave  been 
clamoring  for  (while  taking  care  nqt  to  get  tangled 
up  in  trivial  continuity  that  only  a  small  fraction 
of  the  readership  cares  about). 

•  Along  the  same  lines,  listen  to  the  readers  and 
figure  out  the  aspects  of  your  comic  that  are  most 
piquing  their  interest  and  are  most  directly 
compelling  them  to  rush  out  and  buy  every  issue. 

•  Talk  with  your  local  shop  owner  apd  workers  and 
get  advice  from  them  on  what  the  readers  are 
responding  to  and  what  gets  the  shop  to  order 
more  copies  of  a  comic. 

•  Do  a  team-up  -  bring  in  a  character  that's  popular 
and  drives  sales,  especially  if  seeing  that  character 
side-by-side  with  yours  is  unusual  and  hard  to 
imagine. 

•  Introduce  a  new  character.  Create  an  Intriguing 
new  hero,  villain,  relative  to  the  hero,  or  in  some 
other  way,  get  people  wondering  If  this  addition  to 
your  cast  might  just  be  the  next  big  thing  in 
comics  and  this  will  be  their  chance  to  own  a  first 
appearance. 

•  Potential  new  love  interests  can  be  especially 
Interesting  and  if  you  can  create  an  ongoing 
attraction  between  two  characters,  the  possibility 
that  the  relationship  might  progress  can  always 
spark  extra  interest. 

•  Give  a  central  character  some  Interesting  facelift  - 
a  disguise,  a  transformation,  an  undercover  role 
that's  intriguing  or  sexy  or  difficult  to  imagine. 
People  like  to  see  familiar  characters  in  different 
forms  —  there’s  a  reason  the  old  Superman 
comics  used  to  tell  so  many  “Red  Kryptonlte” 
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•  Consider  the  season  in  which  your  comic  hits  the 
stands .  People  have  a  lot  of  intense  and  positive 
associations  with  hoUdays  like  Halloween  and 
Christmas  and  a  theme  issue  properly  timed 
might  generate  some  extra  interest. 

•  What’s  popular  in  the  culture  at  large?  Remem¬ 
bering  the  time  lag  between  when  you  conceive  of  a 
story  and  when  a  reader  will  see  it.  Figure  out  if 
there’s  something  big  happening  in  the  culture 
that  you  can  refer  to,  spin  off  of  or  lampoon 
(taking  care  to  avoid  using  the  names  of  real 
people  or  referring  to  ideas  owned  by  others). 
There's  a  reason  TV  does  so  many  episodes  that 
are  “ripped  from  the  headlines." 

•  What  hasn't  been  done  before?  It's  a  tall  order, 
but  if  you  can  think  of  something  that  hasn't  been 
tried  before  in  comics  or  hasn’t  been  tried  very 
often,  that  may  be  something  that  will  generate 
some  curiosity. 

•  Is  your  company  doing  a  big  crossover?  If  so,  it’s 
really  worth  your  while  to  participate.  You’re 
almost  guaranteed  to  get  extra  sales  if  your  issue 
is  part  of  a  big  crossover,  and  those  extra  sales 
represent  a  different  group  of  readers  who  weren’t 
buying  your  book  before  but  have  now  been  given  a 
reason  to  sample  what  you're  doing. 

These  are  some  of  the  ways  you  can  stir  up 
interest  in  your  issue  with  the  distributor,  the  stores 
and  ultimately  the  reader.  To  some  of  you,  this  kind 
of  thing  may  seem  like  a  creative  compromise,  craft¬ 
ing  your  stories  around  completely  commercial 
concerns.  But  sometimes  your  continued  employ¬ 
ment  relies  on  dealing  with  these  kinds  of  concerns 
and  finding  a  way  to  single-handedly  lift  sales. 

If  you  find  yourself  in  that  position,  my  advice  is 
to  do  what  you  have  to  do  to  sell  the  book  and  think 
of  the  commerc?al  story  elements  you’re  stuck  with  as 
a  starting  point.  You  were  going  to  have  to  figure  out 
a  story  idea  anyway  and  if  finding  the  commercial 
hook  gets  you  started,  then  in  a  way,  it’s  made  your 
Job  easier.  Then  throw  yourself  into  the  plot  and 
make  it  the  best  story  you  can  make  it.  Find  your 
satisfaction  in  producing  amazing  quality  and  a 


unique  story  that  only  you  could  have  written,  even  if 
the  starting  point  wasn’t  really  your  first  choice.  You 
can  still  turn  that  story  into  the  kind  of  comic  that 
you'd  love  to  read. 

I  always  feel  like  it’s  a  lot  easier  to  succeed  cre¬ 
atively  with  a  broadly  entertaining  idea  done  with 
great  quality  than  it  is  to  do  the  opposite,  takig  a 
narrow-interest  idea  and  trying  to  present  it  in  a 
broad-appeal  sort  of  way. 

In  any  case,  always  be  mindful  of  the  long-tem 
health  of  the  concept  you’re  working  on.  You  can 
come  off  as  phony  and  pandering  if  you  chase  too 
eagerly  after  anything  and  everything  that  might  bring 
a  bump  in  sales.  And  you  might  do  real  damage  to 
the  universe  you’re  working  in  if  your  attempts  to 
boost  interest  get  too  artificial  and  transparent. 

The  industry  will  rebel  if  you  promise  some  big 
payoff  and  don’t  really  deliver  it.  Orff  killing  charac¬ 
ters  off  becomes  a  habit  and  you  turn  your  universe 
into  a  miserable  place  swimming  in  death.  Don’t 
resort  to  cop-out  devices  (“it  was  all  a  dream”)  to 
explain  away  some  big  twist  you've  promised  but 
can't  really  deliver. 

There’s  a  real  art  to  keeping  readers  on  their  toes 
so  they  know  anything  can  happen,  while  at  the  same 
time  keeping  the  overall  concept  on  a  steady,  believ¬ 
able,  enjoyable  path.  Find  that  balance  and  you’ve 
got  a  fighting  chance  to  get  the  distributors  and 
stores  excited  every  month  while  also  keeping  your 
readers  happy  over  the  long  haul. 
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Draw  The  Dialogue  Out 
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You  don’t  have  to  cram  all  of  your  dialogue  Into  one  word  balloon  or  caption.  If  all  of  the  words  are  corralled 
into  one  area,  it  almost  ceases  being  dialogue  and  starts  to  become  text.  Plus,  you  need  to  account  for  different 
portions  of  the  dialogue  requiring  different  emotional  delivery.  One  drawing  of  the  character,  one  expression  per 
drawing. 

Simple  solution:  spread  the  dialogue  out  among  the  several  drawings  with  each  drawing  delivering  the 
expression  or  action  that  the  character  would  perform  relative  to  that  portion  of  dialogue.  By  doing  this,  your 
characters  won’t  be  blurting  out  soliloquies,  but  will  be  "acting  out”  their  lines. 

Think  of  it  as  timing,  like  a  comedian.  How  fortunate  for  this  article  that  1  have  some  comedians 
"appearing’. 
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Blue  Line  Art  Comic  Book  Art  Boards  have  been  the  industry  standard  since 
1990.  Blue  Line  Art  provides  professional  level  art  boards  to  publishers,  comic 
book  artists,  hobbyists  and  aspiring  artists  alike.  Many  of  the  comics  you  see  on 
stands  today  are  drawn  on  Blue  Line  Art  Boards! 
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SKETCH  CARD  AUCTION  for  AMERICAN  CANCER  SOCIETY 
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APRIL  4th,  2009 

Proceeds  goes  to  AMERICAN  CANCER  SOCIETY 

All  Creators  are  invited  to  participate. 

E-mall  Jeremy  Bell  for  more  Information 
at  JeremyB@comlcs2games.com 


Location:  Comics  2  Games 
8470  U.S.  42,  Florence,  KY  41042 
Phone:  859-647-7568 


Sponsors: 

Blue  Line  Art,  Comics  2  Games, 
Sketch  Magazine,  ComicRelated.com, 
ComicsforCures.com 


From  working  on  such  books  as  Marvel  1602:  Fantastic  Four,  Marvel  Comics  Presents,  X-Factor,  and 
Incredible  Hercules,  to  now  being  exclusive  at  Marvel  and  the  series  regular  artist  on  Mighty  Avengers, 
Khoi  Pham  has  become  one  of  Marvel  Comics  top  artists. 

Jason:  So  tell  us  Khoi,  how  did  you  get  into  comics? 

Khoi:  I'm  still  not  sure  myself.  I  remember  getting  a  portfolio  review  with  Marvel  at  a  convention  in  2003, 
then  setting  up  tables  at  conventions  and  showing  my  work  online,  and  then  three  years  later  getting  the 
invite  to  draw  for  Marvel.  I  guess  just  hanging  around  the  comics  scene  paid  off. 


interviev 


Jason:  Are  you  a  self-taught  ‘ 
artist  or  did  you  go  to  school  for 
art? 

Khoi:  Self-taught.  Or  rather,  self¬ 
teaching.  I  still  have  a  ways  to  go 
to  get  where  I  want  to  be. 

Jason:  Can  you  tell  us  about  your 
art  process,  what  sort  of  materi¬ 
als  do  you  use? 

Khoi:  It  changes  from  time  to 

mechanical  pencil,  a  non-photo- 
copy  blue  pencil,  and  a  kneaded 
rubber  eraser.  I’ll  sketch  In  my 
layouts  in  pencil,  define  them  as 
much  as  a  can  with  the  blue 
pencil,  erase,  and  then  finish  with 
the  pencil.  Not  too  complicated. 

Jason:  Any  tips  or  trick  you’d 
like  to  share? 

Khoi:  I  suggest  getting  up  early, 
grabbing  your  materials,  a 
lapboard,  and  going  to  your  local 
library  to  work.  It  does  won¬ 
ders.  And  even  If  you  end  up 
going  home  after  lunch,  you'll  still 
be  in  working  mode. 

Jason:  When  you’re  drawing 
pages  or  sketches  are  there 
certain  things  you  hate  to  draw 
or  certain  things  you  love  to 
draw? 

Khoi:  I  hate  to  draw  the  same 
scene  over  and  over  again.  I  try  to 
change  up  my  shots,  so  it  can  be  a 
bit  of  a  headache.  I  love  to  draw 
explosions. 

Jason:  Any  ariSsts  or  creators 
you  take  inspiration  from,  who 
are  your  influences? 

Khoi:  I’m  Inspired  by  everyone, 
but  I  guess  the  more  obvious 
influences  are  John  Romita,  Jr„ 
Art  Adams,  Travis  Charest,  Jim 
Lee,  Leinil  Yu,  Olivier  Coipel,  Walt 
Simonson,  Steve  McNiven .... 
Seriously,  I  learn  from  everyone. 


Jason:  How  about  advice,  any 
words  of  wisdom  for  aspiring 
artists,  who  might  want  to  break 
into  the  business? 

Khoi:  Well,  I’d  say  figuring  out  the 
balance  between  "I’m  not  good 
enough"  and  “This  page  is  fin¬ 
ished.”  You  need  to  be  pretty 
tough  on  yourself  so  that  you  can 
improve  and  be  as  good  as  you  can 


be,  but  you  also  need  to  know 
when  a  page  or  piece  is  finished 
and  move  on  to  the  next.  Like, 
“I'm  happy  with  this  for  now,  but  1 

makes  any  sense. 

Jason:  MIGHTY  AVENGERS  is 
the  book  you’re  penciling  now, 
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how  do  you  like  these  charac¬ 
ters? 

Khoi:  Right  now.  ifs  been  all 
Secret  Invasion  back-stories,  so 
I’m  not  really  working  with  the 
actual  team  yet.  Of  the  books  I’ve 
done,  though,  I  like  the  charac¬ 
ters.  It's  fun  doing  completely 
unattached  stories,  but  it's  also  a 
bit  tough  having  to  start  brand 
new  with  each  book. 

Jason:  You’ve  worked  with  some 
amazing  writers,  Peter  David, 
Greg  Pak,  Fred  Van  Lente  and 
Brian  Bendis  to  name  a  few.  Any 
writers  out  there  you  want  to 
work  with? 

Khoi:  Yeah,  I’ve  been  pretty 
spoiled.  I  want  to  work  with  ALL 
the  writers.  I’m  not  picky. 

Jason:  Any  books  or  characters 
you'd  like  to  take  a  crack  at? 

Khoi:  I  think  eventually  I’d  like  to 
do  a  run  on  a  Spider-Man  book. 
You  know,  to  say  that  I  did. 


founding  member,  too,  so  why 
don't  you  just  tell  everybody? 

Jason:  What  books  are  you 
currently  reading’or  collecting, 
any  recommendations  you  want 
to  make? 

Khoi:  I'm  collecting  a  whole  lot. 
but  not  doing  much  reading.  I've 
got  about  6  months  of  books  I  need 
to  catch  up  on.  The  only  books  I 
make  time  to  read  these  days  are 
Avengers  books.  I’d  recommend 
buying  those,  haha. 

Jason:  I  just  want  to  say  thanks 
for  taking  the  time  to  this  inter¬ 
view,  and  give  you  chance  here  to 
plug  your  work  or  anything  else 
you’d  like  the  readers  to  know 
about. 

Khoi:  You're  welcome.  Actually.  I 
would  like  to  plug  an  Image  anthol¬ 
ogy  called  Outlaw  Territory  that  I 
did  a  short  story  for  a  while  back. 
It  came  out  in  October,  I  think. 
Check  it  out. 


Jason:  What's  this  Ten  Ton 
Studios  thing  about? 

Khoi:  Ten  Ton  Studios  is  a  virtual 
studio  where  folks  can  hang  out 
with  like-minded  comics  people. 

It  started  out  as  a  more  tradi¬ 
tional  studio  between  friends 
trying  to  break  into  comics,  but 
it's  since  grown  into  a  really  cool 
art  community.  Hell,  you’re  a 
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|  Drawing  Cookie  Bear 


by  Stephanie  O'Donnell 


The  creative  process  is  a  wonderful,  yet  grueling  one.  With  that  in  mind,  grueling  yields  a  rewarding  sense.  I 
don’t  mind  racking  my  brain  on  how  I’m  gonna  lay  out  a  story  with  intense  dialogue  or  graphic  imagery, 
because  I  look  at  it  all  as  a  fun  challenge.  Do  I  still  get  frustrated?  Indeed.  However,  as  clichid  as  it  sounds, 
art  is  my  passion.  I’m  not  bothered  by  getting  bothered  over  it  in  the  long  run. 

Since  2007,  I’ve  been  chugging  along  almost  non-stop,  cranking  out  collaborations,  pinups,  and  various 
other  artworks  for  many  small  press  titles.  I’ve  just  recently  been  given  the  opportunity  by  1‘Yce  Lunch  Comics 
to  work  on  a  title  of  my  very  own,  “Cookie  Bear".  The  series  is  an  interesting  little  tale  in  Itself,  in  its  inspira¬ 
tional  and  artistic  origins.  What  started  as  a  silly  sketch  before  bed  became  a  short  comic  story  within 
months.  Now  it  is  slated  for  a  full  comic  book  size  format.  There’s  a  first  time  for  everything,  and  in  this  case 


The  titular  character  first  came  about  as  a  recurring  character  I’d  add  in  between  sketches  at  the  last 
minute.  Over  time,  I  accumulated  a  good  portion  of  jokes  and  ideas  that  would  become  the  first  short  comic 
entitled  “Cookie  Bear  and  the  Secret  Family  Recipe”.  It  was  about  4  pages,  done  in  pencil,  ink,  and  regular  9“x 
12“  sketchpad  paper.  I  did  a  couple  of  more  stories  in  a  similar  format.  Soon  enough,  I  figured,  "Hey.. .maybe 

Now  I’m  getting  that  chance,  and  having  my  hare  brained  scheme  realized.  For  issue  #1,1  more  or  less 
compiled  what  Jve  done  so  far,  and  formatted  it  in  Photoshop  for  standard  1 1  ”  x  1 7”  comic  book  size.  For 
issue  #2,  which  I  am  currently  working  on  as  of  this  writing.  I  knew  I  really  wanted  to  step  my  game  up  some 
more.  How  do  I  fill  24  pages  with  sarcastic  birds  and  bears  with  crippling  food  addictions?  It  helps  to  have  a 
balance  of  a  flexible  schedule,  along  with  a  solid  plan  before  anything. 


I’m  a  compulsive  writer.  I  write  anything  down,  on  anything  that  is  in  front  of  me.  I  need  Post-Its  for  my  Post- 
Its,  let’s  leave  it  at  that!  Whatever  comes  to  mind  that  I  think  might  fit  into  a  story  (or  is  Just  funny  on  its  own) 
will  be  documented  ASAP  One  night,  I  randomly  drew  a  big  obnoxious  bird  with  a  tie  and  cigar,  giving  someone 
the  third  degree.  I  thought  to  myself,  “Hmmm...he  looks  like  maybe  he’d  be  yelling  at  his  kid.. .maybe  Punk 
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My  pencil  method  and  Ink  methods  are  a  bit  of  a  flip-flop 
in  that  I  like  to  pencil  the  action  first;  lettering  comes 
second.  With  ink,  I  work  on  the  words  and  follow  that  up 
with  the  art.  I’ll  often  do  what  I  like  to  call  "initial  inks  ', 
which  is  preliminary  line  art  with  the  Micron  pens,  usually 
a  size  8  for  comic  books.  Then  comes  additional  layering  of 
inks,  shades,  and  additional  textures  or  cross-hatching.  I 
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Character  Design  and  Development  of  Original  Ideas 

A  general  subject  for  many  students  to  draw  are  well-known  established  characters  from  their  favorite  ani¬ 
mated  show,  comic  book,  or  video  game.  This  activity  advances  them  from  being  an  observer  to  a  participant, 
beginning  development  of  artistic  skills,  and  serving  as  a  gateway  to  creative  talents. 

This  tendency  can  also  lead  to  frustration  among  educators.  After  seeing  the  one  thousandth  rendering  of 
Naruto,  a  teacher  can  feel  pretty  burned  out.  By  only  copying,  a  student  misses  the  very  fundamental  skills  he 
needs  to  successfully  draw  that  character.  At  the  same  time,  this  imitation  of  consumed  ideas  can  be  seen  as  a 
hindrance  to  original  creative  thought. 

The  Three-Steji  Program 

It’s  important  toHinderstand  that  developing  the  skills  and  the  mindset  for  creating  characters/ideas  can  be  a 
process.  For  many  it’s  a  normal  progression  while  others  need  a  bit  of  a  nudge.  Recognizing  where  your  stu¬ 
dents  are  is  important  in  how  to  encourage  their  advancement. 

Step  1:  Imitation. 

It's  natural  for  beginning  artists  to  draw  what  they  know.  Original  thought  can  be  very  intimidating.  With 
patience  and  encouragement,  the  student  can  build  his  confidence  in  his  artistic  skills  by  working  with  these 
existing  characters. 


Example:  Batman  fighting  the  Joker  in  Gotham. 


Step  2:  Assimilation 

After  awhile,  the  student  will  want  to  expand  his  imaginative  participation  with  these  characters.  No  longer  is 
the  student  merely  imitating  the  character,  but  creating  situations  and  characters  around  him. 

Example:  Batman  fighting  the  Shark  Man  underwater. 

Step  3:  Reinvention  1 

Lastly,  the  student  builds  enough  confidence  to  let  go  of  his  anchor.  Though  the  archetype  may  be  similar,  the 
character  created  is  original  and  their  own.  ' 

Example:  Cowman  fighting  Shark  Man  on  a  farm. 

Building  Fundamental  Skills 

As  the  students  progress  along  these  stages,  they  will  have  to  rely  less  and  less  on  existing  material  for  refer¬ 
ences.  Seeing  a  purpose  behind  it,  a  new  enthusiasm  for  fundamental  drawing  skills  will  arise,  making  them 
much  more  receptive  to  instruction. 

Character  Design  Exercise:  The  Halloween  Party 

The  following  is  simple  exercise  to  help  students  move  firom  imitation  to  assimilation. 

First,  ask  your  students  to  help  you  come  up  with  a  list  of  highly  recognizable  characters.  Write  them  down  on 
a  piece  of  paper,  giving  space  between  each. 

Bugs  Bunny 

Mario 

Pikachu 

DarthVader 

Godzilla 

Second,  on  another  piece  of  paper,  do  the  same,  but  ask  for  a  list  of  archetypes  and  occupations. 

Werewolf 

Caveman 

Elvis  Impersonator 

Plumber 

Cheerleader 

Tear  the  paper  into  pieces,  separating  each  name/archetype  on  it's  own  piece,  yet  keeping  each  list  in  it’s  own 

Place  each  list  of  pieces  in  if  s  own  container.  Have  each  student  blindly  pick  one  piece  out  of  each  container. 

The  student  will  then  have  to  depict  Character  A  dressing  up  as  Character  B.  Whether  that  be  Pikachu  dress¬ 
ing  up  as  a  Caveman  or  a  Caveman  dressing  up  as  Pikachu,  that  will  totally  be  up  to  them. 

This  exercise  is  a  great  way  to  expand  the  student's  creativity  with  character  while  allowing  them  that  security 
of  a  familiar  subject  matter.  In  addition,  the  students  build  their  recognition  skills  of  iconic  elements. 

Big  Picture 

The  creation  of  original  characters  from  preexisting  influences  helps  student  develop  the  ability  to  think 
outside  the  box.  Recognizing  what  makes  a  certain  idea  work  and  using  that  for  their  own  application  will  go 
along  way  in  making  the  individual  marketable. 
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Artists  Always  Take  Shortcuts... Sometimes. 

So  I  asked  Danyael  Lopes  to  make  changes  to  two  of  the  character  illustrations  he  turned  In.  This 
morning  he  sends  me  those  changes.  And  I'm  a  bit  upset  and  amused  at  the  same  time.  I  had  asked  him 
to  age  the  Catholic  Bishop  and  he  did  this  easily  enough  by  graying  his  hair  and  adding  glasses;  a  nice 
touch.  Now  that  totally  alters  the  character  to  fit  the  proposal. 

In  his  first  illustration  of  the  ghetto  hero.  Night  Commando.  Danyael  overlooked  the  man  was  black 
and  I  asked  him  to  correct  that  mistake.  He  does  this  by  simply  darkening  the  coloring  on  the  illustra¬ 
tion,  yet  the  fellow  still  has  a  very  predominant  Caucasian  appearance.  Yes,  artists  for  the  most  part  are 
lazy.  Ha.  But  being  fair  here,  Danyael  Lopes  makes  his  living  drawing  Any  time  he  spends  on  this 
project,  which  offers  no  guarantees  it  will  ever  be  published,  he  Is  taking  time  away  from  his  paying  jobs. 
So.  he  is!  not  keen  on  having  to  redraw  anything  here. 

Unfortunately  there  Is  no  way  around  this  roadblock.  Night  Commando  Is  a  Negro  hero  and  has  to 
look  like  one.  So  I  politely  wrote  Danyael  and  explained  that  he  really  has  to  redraw  this  piece  and  get  It 
right.  At  the  same  time,  I  saw  an  opportunity  for  him  to  make  an  alteration  on  the  costume  Itself.  I  asked 
him  to  lose  the  cape  and  make  the  suit  more  like  Marvel’s  Daredevil.  Why?  Well,  because  Night  Com¬ 
mando  has  no  super  powers,  he  is  simply  a  skilled  martial  artist.  Now  I  realize  Batman,  another  normal 
hero,  flourishes  a  cape,  but  In  all  practicality  he  would  not,  as  it  would  be  too  cumbersome  and  impede 
his  movements  in  any  fight.  All  of  which  I  explained  to  Danyael. 

How  will  he  respond  to  all  this?  I  don’t  really  know.  If  professional,  he’ll  grumble  and  curse  me  for  a 
little  while,  then  get  the  new  illustration  done.  Stay  tuned. 
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Script  Ron  Fortier 
Art  Danyael  Lopes 


PAGE  ONE 


PAGE  TWO 
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AE  -  I'M  HERE  BECAUSE  I  WANT  EVERYONE  TO 


HEAR  THIS  SO  THERE  WONT  BE  ANY 
FURTHER  MISUNDERSTANDINGS. 


ALL  YOURS. 


CONSEQUENCES! 
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Digital  Art  Tutorials:  Digital  Painting  Photo  Real 

by  Drew 

Published  by  Haberlin  Studios.  . 
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Can  anyone  get  into  Sketch  Maga¬ 
zine  now?  My  5  year  old  draws  a 
great  stiokman.  The  article  by 
Jessica  Zimmer  had  amateurish 
artwork  along  with  nonsense 
information. 

Come  on,  you  guys  can  do  better. 

William, 

Maybe  you  should  go  back  and 
read  your  Marvel  Comics  from  the 
80's.  Sketch  offers  a  variety  of 
articles  from  all  kinds  of  creators.  I 
personally  enjoyed  Jessica's  article 
and  hope  to  have  more  from  her  in 
the  future. 

Robert 


I  never  read  Invincible  but  your 
interview  with  Ryan  Ottley  show¬ 
casing  his  great  artwork  got  me  to 


pick  up  an  issue.  Now  I’m  hooked! 
I've  bought  all  the  trades  of  the 
comic  and  look  forward  to  the  next 
one.  I  read  Sketch  to  learn  more 
about  creating  comics  and  I  found 
a  new  comic  to  read. 

Thanks,  Sketch. 

BridgetteWerks 

Well,  thanks,  Bridgette,  for  saying 
that  and  I’m  sure  Ryan  and  com¬ 
pany  will  be  glad  for  more  new 
readers!  That’s  one  of  the  extra 
benefits  of  all  this  stuff  we  do 
around  here:  getting  comics  and 
creators  into  the  hands  and  hearts 
of  the  comics  community! 

Bill 

I  enjoyed  the  George  Trosley’s 
Cool  Cars  How-To’s.  They  seemed 
like  something  for  Hot  Rod 
Magazine.  Keep  it  up.  Very  cool. 
Dan  Maskey 


Very  astute,  Dan.beorge’s  stuff 
(and  I  hope  there  jrill  be  more  to 
come!)  has  adorned  the  pages  of 
those  magazines.  He's  awesome 
and  I’ll  give  a  shout  out  to  artist 
Brian  Denham  for  the  intro! 

Bill 

What  is  Mitch  Byrd  working  on 
other  than  Sketch  Magazine ?  I  love 
his  artwork  and  would  like  to  pick 
up  anything  that  he’s  drawing. 

Brad  James 

Brad, 

Mitch  is  working  on  a  three  part 
Blood  and  Roses  series  for  my 
studio  SkyStorm  Studios.  He  has 
the  first  issue  complete  and  it  looks 
awesome.  We  have  a  couple  of 
publishers  looking  at  it,  including  a 


MARKERS 


Top  Five  publisher.  We'll  post  more  info  when  it’s  available. 
Robert 


Who  is  Rebecca  Thompson?  Her  artwork  looks  great  but  I  can’t  find  any 
of  her  work  in  any  comics.  Please  hook  me  up  with  some  sites  to  see 


Ryan  Black 

Rebecca  is  one  of  the  active  members  of  the  Art  Unleashed  forum.  Her 
screen  name  is  Beckna  and  she  continues  to  show  off  her  talents  there! 
And  she  may  well  be  doing  comics  soon  with  a  project  from  SkyStorm 
Studios!  More  on  that  later!  And  hopefully,  some  articles  and  cool 
artwork! 

Bill 


I  know  that  Blue  Line  and  Sketch  Magazine  support  the  Art  Unleashed 
community.  I  was  wondering  if  anyone  can  join  or  is  it  invitation  only?  It 
looks  like  a  fun  group  of  creators  and  I  would  like  to  contribute  to  the 

Theo  Rudd 

Here’s  your  invite,  Theo!  Go  to:  www.bloodandroses.com/forums  and 
register.  It's  free  and  open  to  anyone.  Get  in  there  and  get  active.  There 
are  some  great  members  there  to  interact  with  and  get  to  know.  Good 
board.  Good  folks! 

Bill 
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